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We Appreciate Your Comments 


As you play Wizardry and read this manual, you may think 
ways in which we can improve our products, I you do, 
we want to hear your ideas. Suggestions from players have 
Diten helped usin the past, and that’s a tradition we want to 
‘continge! 








tine Support System — Available 5 days a week 





Nexoft Corporation 
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roving Grounds of the Mad Overlord is also 
silable for BM (and 100% compatibles), Apple, 
Commodore 64/128 and Macintosh computer systems. 
Wizardry T Il, IV and V are also available on TM, Apple 
and Commodore 64/128 except Wizandry IV) computer 
Systeme. Contaci Sir Tech Software or your local soltware 
dealer for further information 
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A WARNING: DO NOT USE WITH FRONT 
OR REAR PROJECTION TV A 


Do not use a ront or rear 
Nintendo Enteral 
Your projection 
maged i ideo games wit 
' played on your projection te 
occur it you place a video game on hold or pas 
your projection television with NES games, Nintendo wi not 
e labe for any damage, Thi situation is not caused by a 
defect in the NES or NES games; other ied or repetitive 
Images may cause similar damage to a project 
Please contact your TV manufacturer tor tur 





jection television with your 
* ("NES") and NES games. 
may be permanently 












S THE MISSION 


‘One morning, Trebor, the Mad Overlord, A 


noticed that fhe fabled amulet, which he 


he uttered 
While sept.” Looking 
d the room haping o find Ihe 
tulet, he instead saw à nol 
e table. "Foolish Trebor, 1 did not think 
Teould take the amulet this easily. How, 


tinto flames and bumed to ashe 
gered Trebor sent notices through- 
ithe countryside and gathered soldiers 
to recover the amulet. "Those who are 
fable Yo recover the amulet will be rewarded 
ith great riches and much distinction,” 
he announced to the soldiers, 


Thus, adventurers from throughout the 

country who were contident oftheir 

‘skills gathered under Trebor and entered 
e dungeon deep below the caslein 
pes of conquering Werdna. 








BEGINNING THE GAME 





THE CASTLE 








Insert the Wizardry cart 
Entertainment System) 
tile page (hate 1). Move the arrow (=) 0 Start Game and. 
press the [START] button or the [A] button 


ye in the NES (int 
turn on the site! 











ve Wed iostperd 





Move the arrow (>) to SELECT SWI 
ISTART) bution or the [A] button 2 
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Castle. The Castle ie the 


return tothe 
ems for your. 
he Castle 





entures, the relay point and the final 





___ INSIDE THE CASTLE 


Gilgamesh's Tavern 

Athe aver many adventurers prin small groupa, By 
hovsinp among them, you hope to bulda team cepabi of 
Surviving the rigors ot Ibe dungeon. 

Adventurer’s Inn. 

The Inn offers several services your characters will need 
from time to time, Hene yonr characters can rest, be healed 
fora ee, pain experience levels and recoup magie points 
‘The Temple of Cant 

The Temple cleriey oler characters who have been demised 
or otherwie humbled a second chonceat ie For a fee, the 
lerien will attempt to resurrect characters who are deceased 
rin ashes ond will eure those who have become parayed 
Cr pote 


Boltac’s Trading Post 
Hollaebuysand sells weapons, armar and. 
characters may find ecetary or useful 
toa wil alos remove curses eom ems and identity lese 
of unknown origin: 

"The Edge of Town 

The ge of Town lends you out of the Castle to the Training 


Grounds, where you create your characters, and into 
Maze where all adventuring takes place 











her 























GETTING STARTED 


Creating a Character in the Training Grounds 


‘You may create your own charac- 
ters for your adventure in the 
Training Grounds at the Edge of 
‘Town, However, if you would 
like to geta taste ofthe dungeon 
right away, you will find six. 
characters already created for. 
you in Gilgamesh Tavern: 








After creating your characters, 
party (a group of characters or 
{headventre ôs assembled in 
the tavern, You shoul haves 
Characters in your party, as any 
often spells disaster oe you 
and your oop. To get a gooti 
Balance of characters for combat 
snd adventure, pather three 
Characters of the fighting variety 
{Fighter Samurai, Land: two 
magje users (Clee Mage 
Wizard and a Thief, j 




















Buying Weapons and Armor at Boltac's 
Trading Post 
Before your characters enter the 
maze, they will ned weapons 10 
etend and armor to protect 
themselves. Fora fee, Batac will 
provide your characters with 
everything they need, Characters 
you have created in the Training 
Grounds will have a small gold 
allowance to buy such stems 
However the pre created 
characters found in the Training 
rounds already have the neces- 
sary armaments, and do not need 
To visit Boltac at this time. 


Adventuring into the Maze 
ready anda 
i chatacters 
Townand 
io the maze. As your party 
enters the dungeon, they set up 
‘Camp to prepare themselves for 
ie hazards ahead. Here you 
should first Equip your charac- 
fers for battle with the items you 
purchased at Bolta. Afterward, 
Reorder your party. Remember 
at the it three characters 
inthe lineup can attack with weapons, and may be physkeally 
Mit by the monster Put characters the hing viriy 
these ranka. Magic users and thieves should remain in ihe 
Tack ranks. 


























Entering the Dungeon Proper 

Alter leaving the Camp, your characters enter the magical 
place of much adventure; the Wizardry maze (Photo 1). 
your party will ight monsters, find gold, magical items and 
treasure, become more experienced and attke-worn, and 
lear ofthe quest they are about to embark upon. As you 
pilot your party through the maze, map your journey (a 
piece of graph paper is helpful). The maze isa 20 20 grid. 
When you take a step, map what you see around you and 
Before you, Eventually you wi abie to pt yur ay 
using the map you erented, Beware of trape such as 
spinners, teleporters, secret doors and hallways which 
Scroll" from one side of the map tothe other, all de 

To mislead you 
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Hack-Slashing Fun 
As your party strolls leisurely through the maze, certain 
monsters seem bent on destroying (or at least slowing 
down) the journcy s progression. When this happens, you 
and your party will enter combat (Phat 2). You may be 





attacked by one or several groups of monsters. The picture 
f the first or leading, group of monsters is shown. Aller 
oor party has defeated the monsters, your characters will 
Teceive their share of experience points and gold pieces, 
Occasionally your party will finda treasure chest. When 
this happens, rst Inspect the chest for traps designed 10 
protect the treasure. Thieves are specially trained o find 
Rich traps If sour thief should find one, Disarm the trap 
hes. Once the trap has been disarmed, 
tes treasure will fall into your hands. 


Rest and Relaxation at The Adventurer’s Inn 
haracters return 




















hat rom fighting the 
mortes and the spell casters 
Pover may le weakened. 

"he Adventurers Inn 
nents For 
bens 

ith (i can also 
nd for re, your spell 

ers will gain back their 
points. Additionally, if your characters have earned enough 
perionce pointe, they may gain an experience level 
Resurrection and Cure at The Temple of Cant 
A character may expire, become 
Paralyzed or petted during an 
—— thes injured 
— tothe Temple lor 
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ENDING AND RESTARTING 
THE GAME 


Ending Your Session. 
When you have finished playing Wizardry, and are ready to 
turn the power af, follow the steps below fo property ave. 
the game 

Tn the Caste: Go to the Edge of Town and select [LEAVE 
GAME), Turn Power awiteh off while pressing [RESET] 
switch, if you turn off the Power switch without pressing. 
The [RESET] switch, backup ofthe pa 

done and the data may be damages 
Inthe Maze: Press the [SELECT] button and the com 
menu will appear, Select [QUIT] fo interrupt the advent 
Your characters and their location wil be saved inthe 
and you will return to the Castle. At this point, follow the 
‘above directions far "In th 


Restarting the Game 


You may restart your adventure fram two places depending 
tm where ou ledi your characters. To restart your pie, 
Tw th epe below 























From the Castle: Ifyou let the parse in the Castle, you will 
resume your as lpameslrs, 
your party, and venture of into the maze, 


From the Maze: I you quit he pame while your party was in 
ihe maze, select the [RESTART AN OUT PARTY option at 
the Edge of Town. A list of characters who ane currently on 
pedon wil appear The adventare wil restar vben You 
Select one character fromm the party. Soon you and your party 
SS be in Camp ready to resume Your urn. Souki you 
accidentally press the [RESET] button during py. Y 

Totlow these same steps to get baek no the Kan. 











CONTROLLER OPERATION 


Controlling the Controller 


“The Control Pad: Moves the selection up and down the 
commands. 


The [AI Button: Sets the command. 


‘The [B] Button: Cancels previous command or selects the 
last command in the command menu. 


Cont Pat po aj mtm. 








{SELECT aun ISTÀRT tuto 


Controlling the Controller — In the Maze 

The Control Pad: Pressing the control pad will move your 
pity forward, left and right, Pressing down will verse 
Your party deetion. You may also pres Alto move 





The Al Button: When your party sees a door, you may kick 
it open by pressing [A] The door will not open by rezing. 
forward an the etel pod. 
The Button: Ta enter Camp 
puton. 
"The ISTART] Button: The party window is erased with the 
ISTART] button: Pressing the same button again causes the 
‘widow to reappear 
The SELECT] Button: Pressing the [SELECT] button 
the options to appear: 
QUIT ends the adventuring or he session and saves 
pariy inthe maze 
SEARCH examines the 
ieftin the mm 
SET TIMER changes the length of time a message is 
Shown on the nerea 
LEAVE will continue the game, 





n the Maze, press the [B] 

















have been 














REFERENCE SECTION 


Good Luck on Your Journey 
(and other things you need to know) 
Throughout the previous pages, Wizardry was explained to 
you as quickly as possible (ler all, you want to get into the 
Jame not just spend your day reading a mania. I you 
“confuse on some areas while playing the game, you 
mmay retrence them in the sections whieh follow for a de- 
ied explanation. 
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THE TRAINING GROUNDS: 
CREATING A CHARACTER 








haracters are unique individuals with strengths, 
faults and special bilis just like vou. To develop your 
party members, select [CREATE], A maximum of six 
in an adventure atone time, so 

Fou don t need to create more than this. When creating 

s of Ihe party, try to get a good balance. I is wise (0 
ree members of the fighting variety (Fight 
— Lond), two magic users (Clerc, Mage, Wizard) and 
a Thief, 















Photo 1. Entering the — 


Naming the Character 
As you begin to create your character, Wizardry will ask you. 
he character s name (Photo) A character's name may. 
contain upto eight letters. Select the Tetter with the contral 
Fad, and enter t with the [A] bution. You may erase any 
mistake with the [B] button, When you are finished, select 
[ret], Wizardry will then ask you, "Do you really want to 
reste this character.” If you do, select [Y]. I you enter the 
Rame of a character which has already been created, 
— will display that character's proi. 
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Determining the Character's Race 


Alter you have entered the character's name, you must 
‘choose his or ber rase. Each race has its own strengths and 
faits and these tais are useful in determining, a 
character's profession 





Humans 
Humans are average, excelling at nothing 
and have no particula faults except foes 
decided lack 9f piety, 


Fives 
Elves are intelligent and pious, but not 
too robust, They are excellent spell 
asters, 


Dwarfs 
Dwarls are strong and handy, and. 
become the best Fighters 





Gnomes 
Gnomes ate pious and agile and make 
excellent Clerics 


Hobi 
Hobbits are agile and extremely lu 
inini aaie a 








Determining the Character's Alignment 
With your character's race selected, you must now 
determine his or her alignment. Alignment is the character's 
{general ethical outlook on life, and can be either good, 
Peut orev 

Good: Good characters would go out of their way lo help an 
‘ld lady crass the street, even i meant jumping over 
parked (and moving) cars, 

Neutral Neutral characters would help an old Jay cross the 
street if they were travelling in the same direction 





vil characters would help an old lady crass the street 
offered several gold pleces in advance, 

“The alignment you choose for your characters must be 

compatible with the class or profession you wish your 

haracters to enter. For example, a Samurai may not be evil, 

Furthermore, good and evil characters cannot traw 

together: neutral characters can travel with either alignment, 

















Therefore, when you create your party, think af ts 
alignment. For example I yov crente an evi character, dor 
bother to create any good character 
Alignment and Profession Chart 
= Yes N= No) 
Good Newnl tvil 
Fighter. Y Y Y 
ue y Y Y 
enc Y N Y 
Thiet x Y Y 
Wizard Y N Y 
Samurai Y Y x 
lod Y N N 
Ninja N N Y 





Selecting Your Character's Profession. 

Once you have selected your character's alignment, you will 

be shawn the character's window (Pioto2/. Your character 

hha six basic statistics which are based on the race you 

selected forthe character. Additionally, your character has 
'n awarded bonus points, When you add these extra 

points to the statisties, your character may quali 

more professions 

















Te poston sho o e igh te he tatc 





To distribute the bonus points, move the pointer with the 
carol pad to the the contro 
the sides to add or subtract points. You cannot sub 
points below their original amount, nor can you increase a 
statistic above 18, When you have used upal of the bonus. 
points, select a class with the contral pad, and press [A] to 
Setit 





STRENGTH: Indicates the character's mettle and skills in 
combat. 


..: Indicates the character's general intelligence about life 
inthe dungeon, and influences the Mage’s ability to cast and 
Iam spell 





PIETY: Indicates the degree of pious strength the character 
possesses, and influences the Clerics ability to cast spells 








VITALITY: Indicates the life force of the character, and 
affects the amount of hit points the character receives, When 
characters vitality reaches zero, the character is retired 
from the game 

AGILITY: Indicates the character's speed. Agility also helps 
the Thief to disarm and find traps on treasure chests, 











LUCK: Comes ta your characters aid in many mysterious 
The nina eid ait foreach ofthe eight 
ono When distributing your Bonus points, you 

Should keep these minimum numbers in mind. For 
example: A Fighter needa a strength of 11, I you add 
ough bonus points wo strength the option o become a 
Fighter will appear in the window. 












have distributed the bonus points, and selected 
laracters class, Wizardry will ask vou if you wish to 
Deep the character, Iso, the character wil be isted in the 
roster. You should create five more characters to join this 
fone in an adventure. Up 10 20 characters may be listed on 
the roster, and unnecessary characters may be deleted. An 























Fighter 
The basic person-at-arms, Fighters have 
gh i pola and can us lost any 

armor and weapon. Fighters musi have at 
— 








Mage 
“The sorcerer. Mages have poor hit points, 
can usea limited amount of weapons, and 
‘an wear no armor except for robes! They. 
‘ast Mage spells, including the dreaded 

Tiltowait. Mages must have at least 11 Q. 














m 





Cleric 
The sacred one. Clerks have fairly high hit 
points, but do not fight as well as Fighters. 
They must use specially consecrated 
weapons, and can wear only Hight body 
armor. They can cast Clerc spells as wel 
Clerics must have at least 11 piety. 








Thiet 
‘Theatful-dodger. Thieves have average 
int. Their weapons are limited 10 da 
ers, short swords and bows: hey can wear 
Feather armor and use asemat shie. 
Thieves are good at detecting traps and 
opening treasure chests, Th ern 
Me iy 














Wizard 
A combination ofa Clericand a M 









m cat oth Mage and Cle pel 

andare capable of identiying unknown 
he party ldem the maze: Wizards 

musthave at east 12 LQ. and 13 Pty 

Samurai 

A combination of Fighter and Mage. These 

folk ane fantasti warriors, and can use 

most Fighter wapora, 

imer Serra itp 

highest, At the fourth evel 





Samurai slowly begin to learn Mage spell, 
Samurai must have at least 15 strength, 1 
LQ., 10 piety, 14 vitality and 10 aglty 





d 








Lord 
A combination of Fighterand Cleric, They 
have the hit points and abilities of Fighters, 
Putat the fourth level of ability they gain 
the ability to cast Cleric spells and to dispel. 
They can wear most Fighter armor and use 
most Fighter weapons, Lords must have at 
least 15 strength, 121,Q,, 12 piety, 15 
lity, 14 agility and 15 tuck, 








Ninja 
A superdevastating fighting machine, 
Ninjas can use the same weapons and 
armor as a Fighter, bul work best without 
‘any. When fighting with heir bare hands, 
Ninjas sometimes defeat the strongest 
opponent with just one blow! As longas 
they disdain armor, their great training 
gives them a lower and lower armor class 





Ninjas earn average hit points, but Jearn no spells, and likea. 
Thief, Ninjas are skilled at picking the traps on treanure chess, 
st have atleast 17 in all statistics, 


THE TRAINING GROUNDS: 


OTHER OPTIONS 


INSPECT 

Inspect allows you to view a characters statistics. When you 
select this option, a roster of characters will be displayed 
(Photo), AL this time, you may [READ] Ihe character s 

Spells (the list of spells the character has earned) 


Db 








pct a character, use the character wind 


p Aliment & Clase 









Nome 
Espere Q 
Go :. 


Stute 


Alignment and Class 


‘The following codes may appear for a character's alignment 
anda 





G Good FG Fighter. WIZ Wizard 
N Neutral MAG Mage SAM Samurai 
E Evl CLE Clee LOR Lord 

TH Thief NIN Kin 





Level (L) and Experience Points (E.P.) 


When your characters delat sau mane ii 

experience pnts are increased. "EP." reflects the oa 
imber of experience points the character has earned. The 

Experience level (LI of the character i increased when 

Character has eared enough experience points i pa 

level A character's experience evel reli the character's 
neral level of bly or his or her profession 


Age 


Just like you. your characters have an age, and show the 
wear and tear of i After age 50), a character becomes more 





























land more feeble, and tend to lose his or her vitality 
Gold 
Your characters begin life with only a small amount of gold, 








at monsters and discover treasure chess, 
ets the amount of gold pieces 






character possesses, 
Armor Class (A.C.) 


Th Jass (A.C. reflects bow well the characte 
tected from physical. The lower 
ve number, The better protected the character i, Bare ski 

AC of 10 while Sherman tank wouid have an A C 
(10. As your characters acquire better armor, the A.C. will 
be lowere 


Hit Points (H.P.) 


it paints reflect the eal of your character. Bach time 

Your character is injured, poins are deduced. When the hit 
int reach zero, the character expires. Hit points are 

— in two sections, 88. The number tothe lelt the 

{resco value, The number othe sight reflects the value 
hen the character is in (ull health. Hit points can De 
over by resting at the Adventure Inn or magical 



























* 


Status 


Status is a general description of the character's health 
Normally a character s status will be OK. [oweera 
character may become asleep, afraid, paralyzed, poisoned, 
Petrified, out expired, ashes or lost 1f your character 
Status is out." he or she îs in the maze” Select [RESTART 
AN OUT PARTY] to recover out characters 

Magic Points (M.P.) 

Magic Points, or spell points, show your character's cun 
magical power, Youle a series of seven zeros for the 
Cleric. The Mage t represented by the number four 
followed by si zeros Your characters may have higher 
numbers depending on their level and dae 


There are two base categories of spells: Mage and Cleric. 
Within each Clerk and Moge category, there are save e 
‘ol spells, fom weak level pels oe powerful io 
ily leve! 7 spells, Fora character to be able 
ticular spell he or she news to bave that spel n his or 
herp bok and a magi point wiih whieh t 
amount ot mage pointsa c 
thumb of apelis at character may est, 


So in omer to cast a Halio, the speli must be in the 
character's book and thene must be a irst evel magie point 
Available. When a spell is cast, Ihe character loses a mg 
pint fom the appropriate eiegory and evel However, the 
Eharacter retains knowledge ofthe spell. To regain magi 
Ponts, the character must rest in the Adventurers Inn 
Eventually, se your characters gain experience le 

Wili earn new spells and acquire more napi pointe. 
DELETE 

H you create characters you no longer wish to use, you may 
Alot them using this option. Before Wizardry deletes» 
Sharacier, you will be asked if you really want to delete just 
incase) 









































CHANGE NAME 


Change Name allows you to give a character a new identity. 
When you change n character's name, you wil enter the 
Some way as you did when you created the character, 


CHANGE CLASS 


Changing clas allows your charater to switch careers in 
msde, For example, this option is used when a character 
‘ofa basic class, a fighter, wishes to enter an elite class, a 
Ninja H the Fighter's statistics qualify for that class, at least 
17 in all statisties and an evil alignment, the option a change 
class to a Ninja will be given. Your characters may change lo 
any class they wish provided their alignments and statis. 
re righi. When your character changes lass, several 
langes will take place: 

















The age is increased, 
The experience level returns to ane. 
The experience points become zero. 


The statistics return o the minimum values for the 








of the character's hit points 
cter will retain knowledge of the 
spells he or she currently knows. 


"m 


GILGAMESH’S TAVERN 


Alter creating your characters, a party is formed atthe 
tavern. Here you may inspect your characters, rade tems 
and gold, equip items and ead mapie spells: You begin by 
SERV members to the party 


Add 


When you select | ADDI, the roster of characters available 
adventure is displayed. Select your members by moving the 
Kontrol pad up or down the list, Press [A] odd a character 
to the party, Once you have selected a character with a good 
or evil alignment, characters of the opposite alignment wil 
not be allowed to join the party. You may add characters 
Who ate not alive (or otherwise distressed) to the party X 
you wish to recover them by magical means in the 

When you have finished selecting your six party m 
‘orl you press [B] the roster st wil disappear. 


























Remove 


When you wish to remove a character from your party 
select [REMOVE] 








Inspect 
Inspect lets you view a character's statistics. Whena 
character i selected, the information about the character 
ye. This display i the same asin the Training 
5 However, your characters will have several new 








options. 


EQUIP: Lets you select the weapons, armor and other 
items your characteris to wear. Weapons and armor 
your characters possess ul are nol equipped with will be 
Eno ase to you in combat, To unequip an item, do not 
Select ir when asked to equip. 


TRADE: Allows the characters to exchange items 

— When you select [TRADE], a list 

char ‘or she may trade with is displayed. To the 
right of each character tthe amount of items the 

character is currently carrying, Select the item you wish 

trade, and the deal will be complete. lema which are 

equipped must be unequipped before they can be traded, 


POOL GOLD: Gives all of the party's gold to one party 
member 




















READ: Allows you to read a character's spell books to 

sce what spells he or she has earned 

DROP: Allows you to drop unwanted items from the 
Varocter'a possession. Equipped lems must be 

Sanequipped betore they can be dropped 

Divvy Gold 


Divey Gold pools the gold belonging to the party, and then 
evenly splits it up between the party members. 








Leave 


L ts the tavern. 


























THE ADVENTURER'S INN: 
GAINING A LEVEL 
AND HEALING 


Healing Up 

When your characters return from the dungeon, they are 
ltem worn, and show the signs ot bolle. Resting characters 
here will recover lost hit points for a fee, and magie points 
canbe recovered for fe! Alter entering the Inn, select the 
member you wish o rest and the room you wish him or her. 
to restin The Stable is free, but it recovers only magic 
points. I does not recover fost hit points. In the other 
Tooms, hit points are restored fora fee during each week of 

















fea: Recovery ls faster in the more expensive rooms 
Cie oret utl ot the it pate eo ar the 
— pold piecer are used up. You moy press JBJ 

in sandy As 


sten. Remember that ge is inportantia 
Your characters es In bed healing on he 
Kicking nay 


Gaining an Experience Level 


After your characters have tated heir irst few bakes, they 
may cam enough experience points to gain a leve Whena 
Character makes evel, several things happen: 

The maximum value of the hit points increases. 

The statisties change (either up o down), 

Magie users may pain mor pel or magic points 











If your characters should not have enough experience points 
to gain a level, the points necessary to reach the next level 
will be displayed. 


THE TEMPLE OF CANT 


When the party returns to the Castle from the maze, the 
dead, paralyzed or similarly distressed characters are 
Separated from the party by the Castle guards and brought 
tothe Temple. Characters who are poisoned are cured as 
Soon as they enter the Castle, Permanently Jost characters 
are buned. 

When you enter the Temple, the names of the troubled. 
characters are displayed, Select a character lo cure or 
resurrect The tithe, or fee, required will be isted and you 
W be asked who voll pay it Once you have selected the 
‘Character to pay, the Temple Clerics begin their work. 


Unless the character is extinct orin ashes, he or she will 
recover tor certain. When resurrecting from extinction or 
shes, the character may recover H he or she has a sufficient 
lite torce. However, the character will have only one hit 
poine when resurrected. Unfortunately, the Clerics may fail. 
Should they botch the job with an expired character, heor 
She will turn to ashes, Wan ashen character à not resur- 
ected, heor she 























ost, and may not be restored by any 
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BOLTAC’S TRADING POST 


THE EDGE OF TOWN 





After your party is formed, weapons and armor for the 
‘expedition can be purchased here. The following services 
fare provided for your characters 


Pool Gold 


Tool Gold transfers allaf the party's gold to the character 
whois shopping, 


Buy 

When you select [BUY], eight items and their prices will 
appear on the sereen, Other items can be seen by scrolling 
downward with the control pad, When you sev an item you 
Would like to purchase, press [A]. Next, move the arrow 
which appears up or down until it points to the desired 
item, Press [A again to purchase the item. 


Sell 


You can scll items to Bohae for the half of the purchase price 
{after all, he has to make a profit). To sell lems, select ther 
as you would when buying items. 


Uncurse 


Occasionally, one of your party members will get “stuck” 
with a cursed item. When this happens, your character 
annot get rid of the item! Unfortunately, most cursed Hems 
have bad side-affeets Fora fee, Bolle will remove the 
cursed item. 

Identify 

Boltae will identify items 
which your characters 
find in the maze. Boltac 
does this fora fe of 
corse. Your Wizard 
may be able to provide 
this service for fre. 























E] 





After forming the party and buying their equipment, the 
‘adventure begins. The Exe of Town offers the entrance lo 
the Wiceriry dungeon and several other options 


‘Training Grounds 


At the Training Grounds, you can create, delete and inspect 
characters, You may also change character's name or class. 


Maze 


Here the characters can enter the maze and prepare for 
combat in Camp. To enter the maze, select [MAZE] 


Restart an Out Party 
When you have [QUIT] the game in the maze ori you 

x ly pressed the [RESET switch, you may resume 
‘your adventure with this option. 

Leave Game 

When your characters have hod a full day in the di 
You may leave the game using this option, Torn the power 
‘ff while pressing the [RESET] switch in order to have an. 
"accurate Backup of your characters! dali 

Castle 

Selecting this option returns your characters to the Castle. 























ADVENTURING 


W's time to shine your characters armor, ready th 
weapons and prepare for the battles ahead. From the Edge. 
of Town, select [MAZE] to embark on your adventure 


CAMP 


Your charactors will arrive in Camp (Photo 1). Here you 
prepare for adventure by equipping your characters and 
Teandering the party for combat In camp, your cha 
Wave several options. 


INSPECT: Inspect shows the character's informa- 
on just as it does in the Training Grounds. However 
n Camp your characters have several addii 
options 




















SPELL: Your characters may cast spells in camp, 

p p 
For an explanation on how to cast spells see the 
spell casting section 





EQUIP: Equip readies your character’ weapons 
and allows them 19 wear iheir armor. Heme are 

Pot equipped, they are ot no use lo your characters 
during combat 

IDENTIFY: The Wizard he nity 
unknown items your characters may And in ihe Maze 











p 





USE: Ifyour characters have an item such asa scroll or 
a magical potion, they may use them with this option. 


REORDER: Reorder rearranges the marching order. 

of your party members. The onder of the characters 

fects combat. The first three members af your party 
hit monsters and likewise, may be hit by the 

sters. The ist three members of the party cannot 

voters, but may cast spells. For the besi order, put 

















fighting characters in the Iront and the magic users and 
Thiet in the back. 

EQUIP: When you select [EQUIP the entire party is 
equipped. 





EAVE: 
he maze proper 
Entering the Maze Proper 

your characters leave Camp, the maze is displayed 
2), The maze i dark, but Milia spell allows you to 
ee further. Additionally, this spell will show your. 

— secret doors found in the maze, 





sits Camp, and brings your party into 






























Each maze level consists of 20 squares in east, west, south 
and north directions. When you begin the game, your 

— are facing north af O east, and O north at the stairs 
leading tothe Castle. Be certain to map your steps as your 
party moves from this location. 


Maze Options: Quit, Search and Set Timer 


While in the maze, pressing the [SELECT] button causes the 
following options to appear 





QUIT: Quit ends the adventuring for the session and saves 
the partyin the maze. The sereen will return to the Caste 
To resume your adventure, select [RESTART AN OUT. 
PARTY at the Edge of Town. 

SEARCH: Search examines the area the party occupies for 
characters that have been left dead or otherwise in th 
The search extende only for res the party is 
near, and wil not search throug ron the other side 
‘f doors or walls. 


SET TIMER: Setting the time 
is shown on the screen, 
isshown. 














the length of mea 









COMBAT: 
HACK-SLASHING FUN 


When monsters are encountered in the maze, combat 
‘tally follows (Poi) On the sereen, you will see the 
aphie of the fire monster group, and the names oll ihe 
Fomsters The monster namen as hey are fist shown, 
ine monster type. To discern ther true nature, 
atuma pic, or wal until ey reveal themselves 
ars of combat. Additionally, Weary will show 
e number ol monsters you are up against, The 
helef of e monsters shows he amount af 
monsters present, The number to th right, on the other 
3, shows you how many monster are active, Por 
example, ive monsters may be present, but three may have 
trem pul ose In this cane, oniy two would be ative 

























— — 
— vaine of li ected conan i spn. 





Sometimes you may be ambushed by rude monsters or you 
may surprise unsuspecting creatures. In such cases, the 
attack is one-sided. If the monsters surprise you, they may 
it your characters at will for one round, but may not cast 
any spells. The same holds true if you surprise the 

















monsters. When you meet friendly group of monsters, sou 
thoy ight the monsters or leave thein in peace. Whe 
izlerine your route, remember your pay alignment. 
Gond characters would welcome a trace. Evil characters; on 
ihe other hand, would het decline a rinly handshake, 
Dpting forthe monsters gold instead 

Setting Your Characters’ Course 

In combat, the actions of the party are chosen fom the 
following commands, When the actions oft 

ave been decide, combat begins end he 
layed, The stalus of the party rewrites amd w 
round of combat, Members who are dead or una 
re moved tothe rear of The party. When the m 
defeated, the experience points and gold piece 
the party members aredisplayed, T 



















FIGHT: Attacks the enemy with weapons. Only t 
three members of the pariy may fight 


PARRY: Protect yourself with weapons and armor, 





the end of ihis 
attack. 





Casts a combat spell (see list 
manusi). This may not be used in a surpris 
DISPEL: Can only be used by a Cleric ora high-ranking 
Wizard. Dispel kills animated monsters of the undead. 
Variety (skeletons, ghosts, el. 

USE ITEM: Allows the character to use magical items, such 
as potins or spells, which are in the character's possession. 
RUN: Attempts to take the party on a run away from the 
monsters and the encounter. If only one member selects this 
option, the entire party will run. Escape, however, is not 
ranteed 

TAKE BACK: Erases all previous character combat 
selections, and allows you to begin choosing the characters 
pons from the beginning, 

















AFTER COMBAT 


Alter your characters have defeated the monsters, they may 
finda treasure chest, Should your characters find one (Photo 
T) they may do the following. 
INSPECT: Allows a character, usually a Thief, to inspect 
he chest fora trap. When the inspecting member has 
een selected, he name af the trap he or she believes it 
tobe is shown. Unfortunately, the character's selection 
may not always be right. your character is not careful, 
the trap may be set of by mistake 
CALFO: Allows a Cleric to cast the Calfo spell This isa 
level two spell and will detect the trap on a chest with a 
95% accuracy 
DISARM: When you believe you know what the tap s 
our Thiel may disarm the trap. When the Irap i 
farmed, it goodies are distributed among the party 
member. 





asure Chests 




















OPEN: If you believe ere is no trap on a treasure chest, 
you may simply open it (and hope fo the bes) 

LEAVE ALONE: If your charactors don't want the loot 
inside of the chest, or if the trap seems toa big to 
‘overcome, you m the chest alone. 









































‘The Cemetery 
At times, the entire party may be killed. In that ise, you 
ey for another pariy of izza — 
ihe dead party. With thi new party, retur to the spot 
whore the party was killed, press the [SELECT] button, 
ISEARCH] for the members and rescue them. Occasional 
you may find Ihat some characters have been moves from 
the original spot of the kil. At other times, some of the 
characters” poid and armor may be missing When 
Characters are left in the maze, dead and unguarded, 
Torstens tend o hide their bodies and pilie their 
belongings 
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ata Dios spell to heal them. 
e unsure of winning, run away! 
ity i hurt or has used all of his or. 








points, return fo Ihe Castle to recover your 
vo recoup your magic users? 
went return trips to the Castle help to insure 
pony 
© Make an occurate map and cheek it constantly, This helps. 
‘your party to stay on course, De wary of nasty tic 
see to mislead 











HINTS FOR ADVENTURE 


» 


MAGICAL SPELLS 


Spells are divided into two groups, Mage and Cleric: Mage 

pels are primarily designed for attack, and are learned by 
the Mage, Samurai and Wizard Clerc spells are primari 
Jor defense and cure and are learned by the Clerc, Lord and. 
Wizard. 





Fach group of spells is divided into seven levels, each 
representing a higher power. A character begins 
the evel one spells, and as he or she pains experience 

















new, more powerlul spell are learned. Additionally, the 
umber of limes the spell can be est, or magic points, 
increases (up to a maximum of nine) 

When selecting [SPELL] in Comp or combat, the level ofthe 
pell appears (Pot 1), The level of the spell may b 





wished! with the uptown of the contrl pad, and 
MagerClerie spells by the lefvright of the button. Wh 

are displayed, select the spell with the arrow by 
pressing the [A] button. 
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MAGE SPELLS 


Level 1 Mage Spells 
Spell Name: HALTO 
Translation: LITTLE FIRE 
‘Cast When: Combat 
‘Affects: 1 Monster 


Spell Name: MOGREF 

Translation: BODY IRON 

Casi When: Combat 
‘Alfects; Caster 


Spell Name: KATINO 
Translation: BAD AIR 
Cast When: Combat 

‘Affects: | Group 


Spell Name: DUMAPIC 

Translation: CLARITY 

Cast When: Camp. 
‘Alfects: Entire Party 





HALITO causes a flame 
ball about the size ofa hase 

Pallto strike a monster, in 
inficting from one to eight 
hit points of damage 


MOGREF reduces the 
spellcaster's AC (Armor 
Cis) by two points, Thi 
protection lasts for the est 
Erte encounter 


KATINO causes most of 
the monsters in a group to 
fall asleep. KATINO only 
affecta normal animal or 
humanoid monsters and 
the duration of its effect by 
inversely proportional ta 
the power of the mo 
Sleeping monsters are 
fer to hit and successful 
tacks do double damage! 


DUMAPIC grants you in 
ght into your party's po- 
Sitian in the Maze: the exact 

displacement fom the 
Stairs leading to the Castle 
sert, North and Eas) 
and the direction you are 
Currently facing, 
































Level 2 Mage Spells 
Spell Name: DILTO 
Translation: DARKNESS 
Cast When: Combat 
Affects: 1 Group 


Spell Name: SOPIC 
© GLAS 

Combat 

S Caster 





Level 3 Mage Spells 
Spell Name: MAHALITO. 
Translation: DIG FIRE 
Cast When: Combat 
‘Affects 1 Group 


Spell Name: MOLTO 
Translation: SPARKS 
Cast When: Combat 

‘Affects: 1 Group 





DICTO cuses one group of 
monsters tobe enveloped 
in darkness, which reduces 
their ability W delend 
themselves. 


SOPIC causes the sj 
User to become 
ent. This makes him or her 
hander to see: thus the 
casters AC is lfectively 
reduced by four points 

— the rest of the 
encounter. 











MAHALITO cnises a fiery 
explosion to erupt amid. 
monster group, doing lour 
to twenty-four hit points of 
damage. 


MOLITO causes sparks to 
m ees 
o eighteen points of dam- 
age to about half the mon- 
jiers ina group, While 
fri in many respects 
to MAHALITO, MOLITO. 
— some monsters that 
fae impervious to fres 
based spells, and the mon- 
ses that are struck by the 
Speil are less likely to 
able to minimize is lfects 




















Level 4 Mage Spells 
Spell Name: MORLIS MORLIS causes one group 
Translation: FEAR of monsters to fear the 
{Cast When: Combat party, thus reducing the 
"fes lOmup — Silectiveness of thel at 


lacks. The effects of MOR- 
TIS ace comparable toa 
— strengfh DILTO 
spell 

DALIO —— DALTOisa rigid version 

BLIZZARD oí MAHALITO, and inflicts 

Combat sto thirty-six points of 

TGroup damage- 

* LAHALITO LAHALITO is an indus- 

TORCH  wial-strength” version of 

v Combat — MAHALITO, and inflicts 

1Group six tothirty-six points of 
‘damage. 





s 











Level 5 Mage Spells 


Spell Name: MAMORLIS 
Translation: TERROR 
Cast When: 

Affects 


Combat 
All Monsters 


: MAKANITO 
DEADLY AIR 

Combat 

All Monsters 





MADALTO. 
FROST KING 
Combat 
T Group 





Affects 











Level 6 Mage Spells 
MAMORLISisan i= 
proved version ot MORLIS VACUUM 
that makes all of the mon- Combat 
Sers in an encounter feat 1 Group 
ZIWAN 
anacks, —— 
Combat 
MAKANITO asphysates 1 Monster 
most air-breathing mon- 
MASOPIC 
swith less than forty 5 
Nirpoints This anal or Eran 
nothing spell; it MAKAN- 


TTO does not defeat a 
monster, that monster i 
undamaged by the spel 
MADALIO s a super- 
coole DALTO that 
"eight to sixty-four po 
iey damage 














* LAKANITO LAKANITO will defeat all 


the monsters in a group if 
they breathe ar 


ZILWAN will dispell one 
monster of the "Undead" 





MASOPIC duplicates the 
“transparency. eifects ot 
SÓPIC, but slicts the 
entire party. 
HAMAN isan unusual 
speil. Hallows the caster 10 
beg the pods for aid, Only 
{hiteenthtevel or higher 
‘characters map cast 
HAMAN, and doing wo 
‘ons them a bevel af exper 
Fence! N the gods decide to 
— ples, you wil 
Be given a cheice al po 
We boone. j 











"m 








— — 


Level 7 Mage Spells 
Spell Name: MALOR 
Translation: TELEPORT 
Cast When: Anytime 
Affects: Entire Party 





Spell Name: MAHAMAN. 

‘Translation: BESEECH 

Cast When: Combat 
‘Affects: Variable 





Spell Name: TILTOWAIT 

‘Translation: KA-BLAM! 

Cist When: Combat 
Affects; All Monsters 


When castin Combat, 
MALOR randomly tle 
ports the party another 
Fation on the same eve 
When esst in Camp, the 
Sir can select his destin- 
Sion precisely. Teleport, 
Sutside the Mare, or imio 
an area of sid roch, wil 
Tave catastrophic res 
This more powerful version 
GIHAMAR has the same 
Costs and conditions o 
ist buthe boone ha 
the gode grant are moe 
valuable 
Theelfec of his spelt is 
hat like the eto 














iny (10) hit points of 
damage tallthe monsters 
opposing the party! 





CLERIC SPELLS 


Spell Name: KALKI 

Translation: BLESSINGS 

Cat When: Combat 
Affects: Entire Party 


Spell Name: DIOS 
"Translation: HEAL 
Cast When: Any time 
‘Affects: 1 Pernon 
Spell Name: DADIOS. 
Translation: HARM 
(Cast When: Combat 
TMonster 
MILWA 
Translation: LIGHT 
Cist When: Any time 
Affects: Entire Party 








Spell Name: PORFIC 

Translation: SHIELD 

Goat When: Combat 
Miecis: Coster 


Level 1 Cleric spells 


KALKI reduces the AC 
{Armor Class) ofall party 
members by one point, and 
thus makes them harder to 
hit 


DIOS restores from one to 
ht lon hi pointa tos 

party mere il ot 

Vig te expired back toi 


ADIOS inficts trom one 
doigt hit points of dam- 
ape upon a monster, Iti 
if inverse vt DIOS. 
MILWA civis willy 
loving magii light to 
— om- 
inating more ofthe Maze 
find eventing ali secret 
dons The astsanly 9 
ort me. 

PORFIC lowers e ACof 
Me caster pans The 
‘lit ast or ert 
[me 











v 

















Level 2 Cleric Spells 





Spell Name: 
‘Translation: 
Cast When: 

‘Affects: C 


Spell Name 

Translation: 

Cast Whi 
Affects 


Spell Name: 

Translation: 

Cast When: 
Alte 











= MATU 


ZEAL. 
Combat 


Entire Party 


CALO 







MONTINO 

STILL AIR 

Comba 
Group 








sy ame 
nosse, 
— 
— 
5 
— 
— 


— 
— 
SERE 
Ee a 
— 
sores 
— 
— he 
X 
— 
sound, thus preventing" 














thee from cásting spel 


Level 3 Cleric Spells 


Spell Name: LOMILWA 

‘Translation: SUNBEAM 

Cast When: Any time 
Affects: 





Spell Name: 
Translation: 5 
Cast When: 
‘Alfects: 
Spell Name: LATUMAPIC 
"Translation: IDENTITY 
Cast When: Any time 
Miecis: Entire Party 





Spell Name: BAMATU 

‘Translation: PRAYER 

Cast When: Combat 
Affects: Entire Party 





Like MILWA, LOMILWA. 
Causes a sally glowing 
‘magical ight o accompany 
he party, lsat 
more ofthe Maze and re- 
‘eating all secret doors 
The eliects of LOMILWA, 
however, last for the dur” 
ation of Ihe expedition. 
DIALKO cores paralysis, 
and freex those under the 
pello KATINO or 
MANIFO. 

LATUMAPIC reveals the 
true names of the monsters 
you meet. The effect lants 
Jor the rest ol ne 
expedition. 
BAMATU isa double 
strength MATU spel I re 
dices the AC of cach party 
member by four points for 
the duration o the combat 





a 

















Level 4 Cleric Spells 


Spell N: 
‘Translation: 
Cast When: 

‘Alfects: 


Spell Name: 
‘Translation: 
Cast When: 

‘Affects: 








‘Ateet: 


Spell Name: 
Translation: 
Cast When: 

Altec: 


DIAL, 
CURE 
Anytime. 
Person 
BADIAL. 
WOUND 
Combat 

1 Monster 
LATUMORS 
CLEANSE 
Any tin 
Person 
MAPOREIC 
BIG SHIELD 
Any time 
Entire Party 





DIAL isan improved DIOS 
spell Irrestores two to six- 
Teen hit points toa party 
member. 

BADIAL is the inverse of 
DIAL. It inflicts two to six- 
teen hit points of damage 
upon a monster. 
LATUMOFIS removes the 
celfects of poison. 


MAPORFIC js an improved. 
version of PORFIC that 

ts forthe duration of 
pedition. This isthe best 
‘overall detensive pell. 

















Level 5 Cleric Spells 
‘Spell Name: DIALMA 
‘Translation: BIG CURE 
Cast When: Any time 
‘Affects: 1 Person 


Spell Name: BADIALMA 

"Translation: BIG WOUND 

Cast When: Combat 
Medis: 1 Monster 


Spell Name: LITOKAN 

Translation: FLAMES 

‘Cast When: Combat 
Affects: 1 Group 





Spell Name: BADI 

‘Translation: DEATH 

Cast When: Combat 
‘Affects: | Monster 


DIALMA isan improved 
DIAL spel. t restores three 
to twenty-four hit points to 
a party member 
BADIALMA is an improved 
BADIAL spell. I inflicts three 
to twenty-four bit points of 
damage upon a monster 


LITOKAN causes a pillar 
‘of Dome to strike a group 
f monsters, doing three to 
twenty-four points of 
damage to each 


KANDI allows the caster to 
locate the appronimate 
position in e Mare ol 
nother characte 


Dlatompisto resurrect 
dead charter Theme iva 

once haie spel i a 
succes the restored 

dior he ne 
it pint. DI cannot resur. 
mecla characier who nin 

‘hea ii fa vali turn 
2 and character na ashen, 
Fite spel snot ac effective 
as the oe cast by the Clerics 
the Tempie of Cant 


BADI attempts to give the 
target a heartattack If suc- 
cessi (and the target must 
Bave a heart for this to be 

Soy the monster is defeated. 











Level 6 Cleric Spells 


Spell Name: 
"Translation: 
Cast When: 

Alfects 


Spell Name: 
Translation: 
Cast When: 

‘Affects 





Spell Name 
‘Translation: 
Cast When: 

‘fects 
Spell Name: 
‘Translation: 
Cast When: 

‘Altes 








LORIO 
BLADES 
Combat 

lop. 


MaDi 
RESTORE 
Any time 
Person 


MANADL 
MAIMING 
Combat 
1 Monster 
LOKTOFEIT 
CALL 
Combat 
Entire Party 





LORTO causes sharp blades 





points of damage to each 
Monster in that group, 


MADI totally restores the 
‘pen to perfect heat. 
olongashe 
Scented or m 
important to recognize 
Se word 
vary there are hy 
wore han eniin. 
MABADI sirips the t 
tmonster fal bt 
ish pant 

















LOKTOFEIT cause 
party members tb 
ported buck to the Cas 
"ipn all heir equipment 
and most of their goki. 
There is a very good chance. 
this spell will fizzle- 














Level 7 Cleric Spells 


Spell Name: MALIKTO 
"Translation: WRATH 


Cast When: Co 
Affects: AI Monsters 


Spell Name: 


‘Translation: 


Cast When: 
Affects: 





ibat 





KADORTO 
REBIRTH 
Camp 
Teron 


MALIKTO causes fiery 
ions to descend upon al 
"ente, inii om 
— 

— damage pon ech 
KADORTO restore the 
— tole even those 
‘educa tosses also 
Testers the recipient's 
fpinis. Ae with, 
there isa chance that 
KADORTO wit ait ta 
character who sin ashes 
ins to be resurrected by 
KADORTO, he or she i 
Be lose forever 








QUESTIONS AND ANSWERS 1 





OQ) Ihave create the characters, but do not know what 
weapons and armor lo buy. 

A) When characters are first created, they have an average 
i al pe among tnem Therefore epee 
items are beyond their reach, To begin wth, purchase 
Long Sors, Shields and Chain Maii (or Breast Plates) 
Tor your fighting characters. The Clerk may buy an 
anointed maces chain mail and a shiek., The Thiet may 
Tuy a dagger, leather armor and a smali sel. The 
‘Mage ia linite in his armoe-wearing abiiy, and may 
Oniy purchase robes anda staf or dagger. your. 
Characters have enough money left over, conser 
purchasing a helm for one of your fighting character 

QI Ifyou should happen to die quickly, does it mean that 
the game cannot continue? 


A) The can siwaya continus. Just reste another 
party. When your party fn ener the maze, 
{oid be shot, Have one encoun 
Sale imd heal up. Remember, Ce 
Spells (Dion), When your characters have 
experience points and advance a ievel, Ici s 
ine mave wl grow, 


O) How can I ereate characters with elite clases? 


A) The Wizard, Samurai, Lord and Ninja are members of 
the lite elass. You may create a Wizard and a Samur 
the Training Ground if your bonus number is high 
enough. A Lord and a Ninfa, on the other hand, must go 
through their early life in another profession, When t 
have increased their statisties to (or above) the proper 
values, they will be allowed the option change ches. 








































Q) What happens to my magic user's spells when he or she 
changes class? 

A) Magic using characters will retain knowledge of any 
spells they may already know, and will always get one 
Spell point for each spell they know. However, they will 
the the extra magic points received for being a member 
‘oftheir previous class. Additionally, if they know at 
Teast one spelt o a particular type and level, then they 
will eventually learn all the spells of that type and level, 
‘even i their new class doesn t earn spell of that type. 


Q Once Ihave entered the maze, what happens if I get lost? 


A) Ifyou get lost, you must use luck to find your way back! 
Prevent this sart of situation by mapping. 


Q) How do I knaw if there is a trap on a treasure chest? 


A When you find a treasure chest, have your Thief inspect 
it. Ka irap is found, your het may try o disarm vc 
itte fme but, 
the trap, ty again. Your Cleric may abo 
on treasure chests by casting the spell Ca, 
‘Clerics should eave the disarming o he Irap 
the Tet. 

























A) Unfortunately, there ist. However, you may find 
magical iteme which help you to rest auch attacks, 
‘Additionally, a low armor class provides protection, 


s 





Q) Lave created twenty characters, and all of them have 
destroyed Weedna ld ke to win the pame again. How 
com Tdo this? 


A) There are two ways to return to the way things were t 
the beginning of the game. Remove characters vou no 
Jonger want to use by deleting them inthe Training 
Grounds. This will fee up space for new characters 

Secondly, you can delete all the characters in the 

Training Grounds. When you have done so, he game 

will ask you “Will you reset the backed up data? Select 

ves}, 


‘After destroying Werdna and returning to the castle 
With the amulety 1 went back to Werdna’s lair. Tt says he 
"Out; What happened? 


H anyone in vour party has the mark of the Chevron 
(ceceived ater destroying Werda), Wendna will not be 
in feral he Chevron 

destroyed him. Create a new party of chas 
capi them to Werdna's ie: Hell be wating for you. 





SPECIAL 
GUIDE BOOK 
OFFER 


— is one of the most challenging role-playing 
omes ever created, You may ind necessary a 
Ter help during your adventure 
We would like to afer you a special Gide Book to 
make Wizardry your most enjoyable electronic pame 
experience To lake part in this special ofer please fil 
coli Term and endase your chek or money order to: 
Wizardry Guide Hook Special Offer 
Kerot Corporation 
110s Dana Cice 
Cypress, Calma 90580 
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